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Great Grammar Puzzles —— _ 


Think you're pretty good with words? Think you know a lot of trivia? MYSTERY 
SENTENCES gives you the chance to find out. 


At the start of each game, a mystery sentence appears on the screen as a series of 
blank spaces with only the vowels revealed. By trading points for letters, words, 
: and clues, you try to guess the sentence in as few moves as possible. 


Sound simple? Well, these are no ordinary sentences. Some test you on sports — 
and movie trivia. Others challenge your knowledge of famous sayings, popular 
songs, and history. Play with the nine sample files on the MYSTERY SENTENCES 
disk, or create your own mystery sentences. 


MYSTERY SENTENCES—More than just a word game. 


Learning Opportunities 


Playing MYSTERY SENTENCES is a unique and exciting way to develop verbal and 
analytical skills. To solve the sentence puzzles, players must draw on their gram- 
mar, vocabulary, and spelling skills—as well as their intuitive knowledge of sen- 
tence structure. 


Contents: 1 double-sided disk, 1 handbook, MYSTERY SENTENCES 
grammar guidelines card, 1 reference card 


Scholastic Guarantee 
This computer program has been 
thoroughly tested by Scholastic 
among teachers and children and 
is designed to challenge, stimu- 


ISBN O-§ 70- 754], ie late and entertain your child. It 


> 
| | 
303995] 


Program idea conceived by Judy Salpeter. 
Art Direction: Sandi Young _ Illustration: Leslie Cabarga 
Copyright © 1984 Scholastic Inc. Manufactured in U.S.A. 


reflects Scholastic’s more than 60 
years of experience in developing 
Pa Scholastic Inc. young minds. 


; 2931 East McCarty St. 
PO. Box 7502 
Jefferson City, MO 65102 
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How To Care for Your Floppy Disk 


DO 

keep your eet 
inthe protective | 

sleeve when it’s 

not in use. 


DO | DONT 
insert your disk bend or fold 
into the disk your disk. Han- 
drive carefully. lo it with care. 


DON’T 
touchthe | : 
TE Perla e 
of your disk. 


keep your disk 
at moderate 
temperatures. 


DON’T 


put your disk | 
near any mag- 
netic ce 
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LIMITED WARRANTY 
Scholastic Software™ 


NOTE: In order to be eligible for coverage under this warranty, 
you MUST return the attached Warranty Registration Card within 
ten (10) days of your purchase. 


Scholastic Inc. (“Scholastic”) warrants to the original purchaser of this computer software product 
that the diskettes containing this Scholastic Software program shall be free from defects in 
materials and workmanship for 60 days from date of purchase. Defective diskettes returned by 
the purchaser during such 60-day period will be replaced without charge, provided that the re- 
turned diskettes have not been subjected to misuse by purchaser or damaged by purchaser’s 
~ equipment, as determined by Scholastic in its sole discretion. | 


For the 10-month period following the initial 60-day warranty period, defective diskettes will be 
replaced on a one-time-only basis, subject to a $10.00 replacement fee. 


Defective diskettes should be returned to Scholastic at the address indicated on reverse side, 
in protective packaging (in original jacket and placed between two sheets of cardboard, in an outer 
envelope marked “FRAGILE—DO NOT BEND”), accompanied by: 


—proof of purchase of the original software 

—a brief statement describing the defect 

—a $10.00 check if beyond initial 60-day warranty period 
—your return address 


ISBN: 0-590-95121-1 


WHAT IS NOT COVERED BY THIS WARRANTY: 
THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS CONTAINED IN 
SCHOLASTIC SOFTWARE DISKETTES, WHICH PROGRAMS ARE SOLD “AS IS.” This 
warranty is void if the diskettes have been damaged by accident, unreasonable use, neglect, 
improper service, or other causes not arising out of defects in materials and workmanship. 


Any mailing or insurance charges incurred in the servicing of this warranty shall be the respon- 
sibility of purchaser. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRIT- 
TEN, EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WAR- 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
LIMITED IN DURATION TO SIXTY (60) DAYS FROM THE DATE OF PURCHASE OF THIS 
PRODUCT. SCHOLASTIC SHALL NOT BE LIABLE FOR INCIDENTAL AND/OR CONSE- 
QUENTIAL DAMAGES FOR THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTY, 
INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAM- 
AGES FOR PERSONAL INJURY. Some states do not allow the exclusion or limitations on how 
long an implied warranty lasts, so the above limitation or exclusion may not apply to you. 


No suit, litigation, or action shall be brought based on the alleged breach of this warranty more 
than one (1) year after the expiration of this warranty. 


This warranty shall not be applicable to the extent that any provision of this warranty is prohib- 
ited by any federal, state, or municipal law which cannot be preempted. This warranty gives you 
specific legal rights, and you may also have other rights which vary from state to state. 


Address all correspondence to: SCHOLASTIC SOFTWARE 
Scholastic Inc. 
PO. Box 7502 
2931 E. McCarty St. 
Jefferson City, MO 65102 


SCHOLASTIC SOFTWARE" 
Warranty Registration Card 


Product purchased: 
Computer brand/model used: 
Person registering product 


~ Address 
(number, street) 


(city, state) 
Gio) Phone ( 


Primary use: home school 











Age Level (s) Using Product: 
How did you learn about Scholastic Software? 
 ______ advertisement 
_____ Scholastic sales representative 
___ catalog 7 | 
_____. word of mouth 
____. other (specify) 


BUSINESS REPLY MAIL 


First Class Permit No. 9411 New York, NY 





POSTAGE WILL BE PAID BY ADDRESSEE 


SCHOLASTIC SOFTWARE ™ 
Scholastic 

730 Broadway 

New York, NY 10003 


Attn: Marketing Dept. 







NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 

UNITED STATES 





MYSTERY SENTENCES’ 


Reference Card 


Equipment YouNeed — 

1. Apple® Il Plus with 48K, Apple //le, or Apple lic 
2. TV or monitor 

3. Disk drive 


Apple is a registered trademark of Apple Computer, Inc. 


Disk Loading Instructions 

1. Insert the Mystery Sentences program disk into the disk drive (label facing up) and close the door. 
2. Turn on the computer and TV or monitor. The disk drive light will go on. In a few seconds, the title 
screen will appear, followed by the Mystery Sentences main menu. 


NOTE: Never remove or insert a disk while the drive's red light is on. 
3. Follow the instructions at the bottom of the screen to select an item. Before you begin the game, 
the computer will ask you to insert a data disk into the drive. Side 2 of your disk is a data disk that 


contains nine samples of files and room to store your own files. You can also create your own data 
disks. For complete instructions for playing Mystery Sentences, see the handbook. 


Special Editing Keys 


Use the following keys to make corrections in your test: 
<- — —Press the arrow keys to move the cursor through a sentence or clue. 


CTRL-D and DELETE—To erase text you just typed, press the CONTROL key and D at the same time 
on the Il Plus, or press the DELETE key on the //e or Ilc. 


SHIFT—To type capital letters on the Apple II Plus, press “(hold the shift key and press N at the same 
time). Then press the letter you want to capitalize. 


Scoring Summary 


Reveal a Letter lose 5 points 
Get a Clue lose 15 points and 1 turn 
Guess a Word lose 10 points and 1 turn (if incorrect) 


win 10 points (if correct) 
Guess the Sentence lose 20 points and 1 turn (if incorrect) 
win 0-500 bonus points (if correct) 


You can play Mystery Sentences at three different levels. The more difficult the level, the higher the 
bonus. At any level, the number of bonus points you receive depends on how many moves it takes 
you to guess the sentence correctly. The fewer moves you take, the higher your bonus score. 


Parts of Speech 

N noun C conjunction 
V_ verb PP preposition 

P pronoun IV infinitive verb 
AJ adjective I interjection 
AV adverb N/V noun/verb* 

A article VIA verb/adverb* 
# number P/V pronoun/verb* 


*contractions 


ISBN: 0-590-95415-6 











PRODUCT CAIALOG 


FALL/WINTER 1984-85 








You probably realize that the computer is only the first step. Now 
you need Scholastic Software to turn it into both a powerful and enter- 
taining learning tool for your children. 


Scholastic Software is the only software that comes with the Scholastic 
Advantage. This means software which uses your child's natural curiosity and 
love of adventure to make learning valuable skills fun. Software based on what 
your child is actually studying in school, which makes it relevant and practical. 
And software which is already being used successfully by millions of kids in 
schools around the country. 


At Scholastic, we've put everything we've discovered about how young- 
sters learn into our new software line. It's the result of over 60 years’ experience 
making learning both challenging and fun. In fact, you probably grew up read- 
ing Scholastic books and magazines in school. Nobody else knows kids like we 
do and it shows in our new family of products. That’s the Scholastic Advantage. 


FAMILY FUN SERIES 


The whole family can team up with our series of strategy-filled 
fast-paced action programs. Scholastic Software's Family Fun Series 
brings today’s families together with exciting, up-to-date software. 








FUN SKILLS SERIES Ee 


Kids can be artists and authors, illustrators and inventors, man- 
agers and musicians. With programs from the Fun Skills Series, chil- 
dren start with simple concepts and progress to more and more 
complex ones. 


ADVENTURE SERIES ee eee 


Find out what it’s like to get inside interactive fiction with 
Twistaplot adventures and mysteries. On every Adventure Series disk, 
we leave plenty of room for your child’s imagination. 
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purchased these TWO Scholastic Software programs. 





and cash register receip 


rds* 


ie 
tam enclosing the warranty 


of these two programs. 


Please send MY NAME 








$5.00 check to: 
(please print) ADORESS 
CITY STATE ry ame 
Not a store coupon. $5.00 Bonus | 
To redeem, send Scholastic Software 
recwelope to: 730 Broadway Dept. CM 
New York, N.Y. 10003 








AGENT US . Ages 9 to Adult 


The FuzzBomb threatens to turn the U.S. into a nation of FuzzBodies. 
Who can save the country? You can—by becoming Agent USA, a spy of 
superior intelligence. You cross the country by train looking for clues that 
will lead you to the FuzzBomb. Read maps and plan routes carefully—one 
‘wrong move and Agent USA will become just another 
FuzzBody. 

What’s Learned: Traveling with Agent USA teaches U.S. 
geography, critical thinking and practical math skills. Your child 
will use maps, time zone tables, and distance charts to plan a strat- 
egy that deactivates the FuzzBomb. 

Apple® Il Series, Atari® Series, C-64, IBM® PC/PCjr 
By: Tom Snyder Productions, Inc. 
















BANNERCATC, au Ages 9 to Adult 


Max, Guardian of the Galactic Tollway and leader of the robots, chal- 
lenges you to a game of Bannercatch—a 5-level team game of strategy 
and skill. You and a partner must guide your humanoids to Max's zone and 
seize his flag before you are zapped by Max's Robot Raiders. Each time you 
win, part of Max's face is revealed. According to legend, 
no one has ever seen Max's mysterious face. You could be 
the first! 

What’s Learned: Devising strategic moves develops criti- 
cal thinking and problem-solving skills. To thwart Max's plan of 
action, team players must work together to encode and decode 
binary numbers. 

Apple® Il Series, Atari® Series, C-64, IBM® PC/PCjr 
By: Tom Snyder Productions, Inc. 


QUATI ON. es Ages 7 to Adult 


Quations is a familiar family game with a new electronic twist. You use 
number and math operation tiles to construct horizontal or vertical equa- 
tions that intersect with those already on the board. Vary the math opera- 
tions you use and the time limits you set to make Quations simple or more 
challenging. 

What's Learned: Quations gives everyone practice in 
basic math skills. Constructing equations develops strategy and 
planning skills as well as an intuitive understanding of mathemati- 
cal operations. 

Apple® II Series 
By: Edaptive Software from an original board game by Andy Mandell 
















POSTER™ Ages 10 & up 


Create zany and colorful posters with musical accompaniment! Using a 
special command language, you program the computer to draw in many 
different sizes and shapes. Poster lets you choose different colors and 
sounds and even title your creations. Combine a series of commands and 
watch the computer draw your poster. 

What’s Learned: Poster stretches your children’s imagina- 
tions while introducing them to the fundamentals of computer 
programming. Using the command language requires concentra- 
tion and problem-solving skills. 

Apple® Il Series, C-64, IBM® PC/PCjr 
By: Information Technology Design Associates 


SECRET FILE ae Ages 10 & up 


Life sure is hectic these days. Everybody wants you to remember some- 
thing. ‘How could you forget my birthday?” “Did you see the ‘Karate 
Kid?’” Secret Filer keeps track of personal information for you. Use it to 
create electronic files of your best friends’ phone numbers, your favorite 
computer programs or even baseball facts. 

What's Learned: Children learn about electronic data 
base systems and how computers store information while having 
fun exploring their own files. Secret Filer encourages careful note- 
taking and helps develop a sense of order. | IWPe....... 
Apple® Il Series, C-64, IBM® PC/PCjr 
By: Information Technology Design Associates 


ninatrrenemstnrennt 


MATH MAN™ Ages 6 & up 


Math Man challenges young children just learning to add and adults 
eager to improve their math skills. Guide Math Man, an animated con- 
struction worker, up and down ladders on the screen and help him pick up 
numbers. Your job is to collect the correct numbers and perform arithmetic 
operations to meet the target number at the top of the 
computer screen. 

What’s Learned: Number matching to solve equations 
ee reinforce basic math skills as well as develop problem-solving 
SKIHS. 


Apple® Il Series 
By: Don Walton 


















OPERATION: FROG™ Ages 9 to Adult 


Operation: Frog lets you perform a computer simulation of a real dis- 
section. This groundbreaking program teaches you about biology as you 
explore a frog’s organs. Get ready, select your instruments, and begin. But 
keep your eyes open—when the frog is put together properly, it comes 
back to life and jumps off the screen! 

What’s Learned: Operation: Frog introduces children to 
the fundamentals of biology and anatomy. The program encour- 
ages scientific thinking and reinforces knowledge acquired ina 
real dissection. 


Apple® Il Series 
By: Interactive Picture Systems 


STORY MAKER 


a Fact & Fiction Tool Kit™ Ages 8 & up 


Now kids can be authors and artists, and learn how to use a computer 
at the same time. Story Maker lets kids choose from 8 type styles and a gal- 
lery of creatures, characters, and scenes to make illustrated stories. Or they 
can draw straight from their own imaginations and print out their stories 
to share with the whole family. 

What's Learned: Creating illustrated stories develops 
your children’s imaginations, creativity and logical thinking. Writ- 
ing with the computer teaches them the basics of word processing 
and computer graphics. 


Apple® II Series 


SPELLDIVE ie Ages 6 & up 


Spelldiver is an underwater word adventure. You become a diver who 
. explores the ocean floor to find and uncover giant words hidden by a 
strange seaweed called lettermoss. The more quickly you identify secret 
words, the higher your score. Pesky flipper-nippers and sharp-toothed 
sharks try to thwart your exploration. Divers can choose 
from thousands of words as simple as three-letter teasers 
’ or as challenging as ten-letter stumpers. 
What's Learned: Piecing words together enhances chil- 
dren's word recognition and retention skills. Swimming through a 
word-filled ocean improves reading comprehension and helps 
build vocabulary and spelling skills. . 
Apple® II Series, Atari® Series, C-64, IBM® PC/PCjr 
By: Tom Snyder Productions, Inc. 





LOGIC BUILDERS™ 2¢¢s7 & up 


Logic Builders features three different games that each showcase a 
construction team of five spiders. These bouncy spiders are skilled web- 
weavers, but it takes an equally skilled manager to direct them. Spiders 
carry shapes to their proper place but if they miss, it's up to you to direct a 
spider to the broom for clean-up duty. 

What's Learned: The intricate design requirements of 
creating and matching spider webs provide practice in visual dis- 
crimination and pattern recognition. As children recall a web, they 
exercise memory and concentration skills. 


Apple® II Series 
By: Methods & Solutions 
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STORY TREE™ Ages 9 & up 


Enthusiastic writers create their own mystery and adventure stories 
with Story Tree. The special Twistaplot feature allows writers to branch 
their tales at every turn of the plot. Are you ready to search the Kungle- 
berry jungle for the Magic Marigold Mine? Or, would you like to find out 
how big Bigfoot's prints really are? With Story Tree’s built- 
in word processor, you write and edit your own 
essays, poetry or adventure stories. 

What's Learned: Story Tree encourages children to think fou cake 
creatively about reading and writing. Kids learn about word pro- _. Read a Sto 
cessing as they weave their personalized tales. Sg a 7 
Apple® II Series an 5 
By: George Brackett 


LOGO ROBOT™ Ages 9 & up 


The blinking Logo Robot spins and paints across the computer screen 
drawing polka dot patterns and checkerboard squares, all in assorted sizes 
and colors. You teach Logo Robot procedures by giving it special com- 
mands such as Forward 10 and Repeat. Program Logo Robot to draw yee 
picture and have an art show for the whole family. ee 

What's Learned: Logo Robot introduces children to Logo 
—a powerful and creative programming language designed espe- 
cially for kids. Logo teaches children the basics of computer pro- 
gramming and literacy, and reinforces deductive reasoning skills 
and basic logic. 

Apple® II Series, C-64, IBM® PC/PCjr 
By: Information Technology Design Associates 














MICROZINE™ Nos. 1-8 


Ages 9 & up 


4 PROGRAMS IN 
EACH MICROZINE! 


Microzine challenges your children’s 
minds as it captures their imaginations. 
Each volume is an interactive learning 
library of stories, computer tools, and 
puzzles. Kids can talk to Microzine, play 
with it, and change it. Twistaplot adven- 
tures and mysteries let kids become the 
stars of their stories. They search haunted 
houses and visit prehistoric worlds as they 
weave through mazes of clues. Other 
programs in Microzine let kids paint 
designs and write songs as they learn 
about the computer. Each Microzine 
comes with different programs plus a 
‘What's Next’ feature that tells you a 
little bit about the next volume 
of Microzine. 





What's Learned 
in Microzine: 


Children are introduced to a 
wealth of new learning opportu- 
nities with each Microzine. Once 
they've got the Microzine disk in 
the computer, they'll find them- 
selves at the center of exciting 
programs that continually chal- 
lenge them with surprising twists, 
unique characters, and logic puz- 
zles. Reasoning and logic, cre- 
ativity and problem-solving, and 
programming, reading, and spel- 
ling skills are all strengthened 
in each volume of Microzine. 


Apple® II Series 


By: Information Technology Design 
Associates 





Featured in Microzine, No. 6 





Featured in Microzine, No. 1 
















SQUARE PAIR ue Ages 6 & up 


Square Pairs is a matching game of memory and concentration. Choose 
two numbers from a set of squares on the computer screen to uncover hid- 
den words. Your goal is to find the squares that match. A match can be any 
two things that go together, such as a horse and carriage or day and night. 
If the words don't match, they are re-covered. Choose 
again, and try to remember where the words are! 

What's Learned: By matching words, numbers, and pat- 
terns, children exercise memory and concentration as well as 
develop reading and spelling skills. 


Apple® II Series, Atari® Series, C-64, T1I99/4A, VIC-20° 
By: Glenn M. Kleiman of Teaching Tools Software, Inc. 


TURTLE TRACK. te Ages 9 & up 


Learn about computer languages while creating designs with Turtle 
Tracks, a simple programming language that uses turtle graphics. Use your 
imagination to decide which shape or scene you want to draw, then choose 
your colors and let the turtle be your paintbrush. You can even program a 
musical accompaniment for the turtle to draw by. 

What's Learned: By giving the turtle specific directions, 
children learn the basics of computer programming. As they write 
songs to accompany the turtle’s movement, kids also learn the fun- 
damentals of music. 


Apple® Il Series, Atari® Series, C-64, IBM® PC/PCjr, TI99/4A, VIC-20°® 
By: Thomas R. Smith 


ELECTRONIC PARTY™ 2¢¢s5 &up 


Electronic Party makes every day a birthday! In SURPRISE, you run with 
Bertha the Bear through a maze. Catch up with a gift, unwrap it, and sur- 
prise! Inside each gift is something fun to do. In MAKE A CARD, you help 
Bertha pick up shapes and letters and she helps you create electronic 
greeting cards. Save them on cassette for just the right 
moment! , 

What's Learned: Making electronic greeting cards and 
painting shapes develops children’s sense of design and planning 
while allowing them to explore their creativity and stretch their 
imaginations. 


T199/4A, VIC-20° 
By: Information Technology Design Associates 






























SURVEY TAKE. ‘ Ages 9 & up 


Survey Taker lets you make and take your own surveys. How many of 
your classmates like math better than spelling? What is their favorite com- 
puter program? Take a survey to find out! Survey results are displayed on 
both colorful bar graphs and on detailed table graphs that you read and 
analyze. ) 

What's Learned: Survey Taker encourages children to 
think inquisitively and communicate effectively. Learning how to 
take surveys develops research and planning skills and teaches 188% 
analysis of simple statistics. 


Apple® II Series 
By: Information Technology Design Associates 
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KIDS AT WORK™ 5 up 


Have you ever wanted to design and build your own town? Team up 
with the Construction Kids, a pair of animated workers, to produce your 
own city and country scenes. Maneuver the construction worker in the 
hard helmet around objects and he'll help you build a city scene. Create a 
barnyard with the red-headed farm girl. Or use your imagination to make 
your own shapes and construct a look-alike of your neigh- 
borhood! 

What's Learned: Retrieving objects and positioning them 
in asetting develops children’s sense of design and balance while 
allowing them to explore their creativity and stretch their imagi- 
nations. 


Apple® II Series 
By: Information Technology Design Associates 


MYSTERY SENTENCES™ aces 8 «up 


“We'll ss that _._——Ss when _____ come to it.” The computer gives 
you clues as you try to uncover the mystery sentence. Reveal as many let- 
ters or words as you need to guess the sentence. Once you've mastered the 
computer's warehouse of sentences, write your own sentences and clues to 
challenge your family and friends. 

What's Learned: When children team up with Mystery 
Sentences they become winners in the language game. Kids learn 
about sentence structure as they map out sentences and read 
Tee difficulty levels develop strategy and problem-solv- 
ing skills. 


Apple® Il Series 
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TALES OF DISCOVERY 
2 Complete Programs! Ages 8 & up 


Discovery Twistaplots cast you as the star of exciting computer stories. 
You'll travel to prehistoric times with Dyna Saurus in FOSSILS ALIVE. In 
PIRATES OF THE SOFT SEAS, you'll meet a band of conniving pirates. Out- 
smart them and find the software treasure before they capture you and 
your friend. Will you succeed? That depends on you. Your 
decision will tell the tale. 

What's Learned: Twistaplot stories improve reading skills 
and help build vocabulary. Looking for special clues develops read- 
ing comprehension and critical thinking. By studying and creating 
flowcharts of the adventures, children learn planning and logic. 


Apple® Il Series, C-64, IBM® PC/PCjr 
By: Information Technology Design Associates 













TALES OF MYSTERY 
2 Complete Programs! Ages 8 & up 


It's the middle of the night. You wake up. You're ane with sweat. 
You just dreamed that your friend was in trouble at the old abandoned 
Belmore House. But something tells you it wasn't a dream. What will you 
do? Twistaplot stories let you choose. In HAUNTED HOUSE and MYSTERY 
AT PINECREST MANOR you become a master detective 
who uses special clues to solve baffling mysteries. 

What's Learned: Mystery Twistaplots will fascinate your 
children with the art of story telling. Reading comprehension and 
critical thinking are developed as they weave imaginative tales of 
mystery. | 
Apple® Il Series, C-64, IBM® PC/PCjr 
By: Information Technology Design Associates 


TALES OF ADVENTURE '“ 
2 Complete Programs! Ages 8 & up 


Have you ever been two inches tall? Probably not. But now you're 
going on ADVENTURES IN THE MICROZONE, a place inhabited by strange 
creatures and objects. Prepare yourself—getting big again is no small task. 
If you really have the instincts of an adventurer, then you're ready for the 
NORTHWOODS ADVENTURE. Hungry bears and sticky 
quicksand will keep you on your toes in the Northwoods. 

What's Learned? As in all Adventure Series programs, 
weaving plots stretches kids’ imaginations and improves reading 
comprehension. Your children will have hours of excitement 
unwinding these Adventure Twistaplots. 

Apple® Il Series, C-64, IBM® PC/PCjr 
By: Information Technology Design Associates 
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Microzine, No. 1 


Microzine, No. 2 
Microzine, No. 3 
Microzine, No. 4 
Microzine, No. 5 
Microzine, No. 6 
Microzine, No. 7 


Operation: Frog 


Poster 10+ 
ADVENTURE SERIES 


Tales of Adventure 
Tales of Mystery 
Tales of Discovery 
RIES 
Quations 
Agent USA 
Bannercatch . 


Apple, Atari, Commodore and IBM are registered trademarks of Apple Computer, Inc., Atari, Inc., Commodore eae 
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MYSTERY SENTENCES GRAMMAR GUIDELINES 
In Mystery Sentences, a word's part of speech is determined by the way it functions in a sentence. For example, 
although “running” is a form of the verb “to run,’ tt functions as a noun in the following sentence: 

Running is good exercise. 
In this case, “running” is also the subject of the sentence—the person, place, or thing that the sentence “talks about?” 
Any word that acts as a subject or object in a sentence is usually functioning as a noun. 


Unfortunately, English grammar can be a very tricky topic, and there are always exceptions to any general rules or 
guidelines. In Mystery Sentences, the major exception to the “function over form” rule appears in the way that infini- 
tives are labeled. To avoid confusion, all infinitive form of verbs are labeled as infinitives, regardless of the way they 
function in asentence. For example, in the sentence “He always wanted to win,’ to win would be labeled an infinitive, 
even though it functions as a noun (and the direct object) in the sentence. 


NOUN: the name of a person, place, thing, or idea 


ate 
Types Examples Sample Sentences 
Proper Jane. Minnesota Jane took the Scholastic Aptitude Test. 
N N N N 
N N 


Talking is their favorite activity. 


Verbal talking 


! 


All words that function as nouns will be labeled N. 





VERB: a word that expresses action, being, or state of being 


Types Examples Sample Sentences 
Action run, laugh, think, wait We waited until the rain stopped. 
V V 
V 
State of Being seem, look, appear, sound, feel, taste, become, smell | He e. happy. 


Auxiliary be, been, am, is, are, was, were; have, has, had; will, | We are learning a new song. 
shall: do, does, did Woo 
We have been learning a new song. 
We Ne ae 
We do sing well. 
5 mee) 


Modal Auxiliary would, can, could, should You must listen carefully. 


Mk GaN 


He can repair anything. 
V 


may, might, must, ought 





All words that function as verbs will be labeled V. 


ADJECTIVE: a word that modifies a noun or a pronoun 


He bought a Ford pickup truck. 
AJ 


Proper French, Texan, Ford, Sears 





The Andrews Sisters were a popular singing group. 


. as 
Interrogative which? what? whose? ahaa poem won the prize: 
Demonstrative this, that, these, those ie tomato looks ripe. 


She bought a green belt. 


























Descriptive green, soft, likable, expensive Al 
legal Frank is generous. 
AJ 
Indefinite any, every, no, all, both, each, another, other, either, | Several people fell asleep during the lecture. 








neither, few, fewer, several, many, more, most, 
much, enough, little, one, two, three,...etc. 


Many’s, her, everybody's A eames horse is oe best friend. 


Noun She wore her blue a blouse. 
We live in a brick building. 
AJ 
| amazing, fried, broken He sounds like a ae record. 


All words that function as adjectives will be labeled AJ. 


a country has Ae flag. 








ADVERB: a word that modifies a verb, an adjective, or another adverb 


Sample Sentences 


Adverb of time, place, | must leave now. Stand here. Turn /eft. 
AV AV AV 


She spoke hesitantly. 
AV 















now, here 







direction, manner, etc. 


Negative not, never 


All words that function as adverbs will be labeled AV. 







He is very intelligent, We are quite tired. 
AV AV 






He is not ready. 
AV 
She has never been away from home. 
AV 






PRONOUN: a word that takes the place (does the job) of a noun in the sentence 


Sample Sentence 


Personal |, we, you, he, she, it, they, me, us, him, her, them; The scarf is mine. / knitted t myself. 
mine, ours, yours, his, hers, theirs; myself, ourselves, P P PP 
yourself, yourselves, himself, herself, itself, 

themselves 


Compound Personal 


Interrogative who? whom? whose? which? what? this, that, Whose are these? 
these, those, whoever, whomever, whichever, P 


p 


Demonstrative = | 
Clause-introducing ie ac ies are the cookies oe Ted baked. 


Take whichever you like best. 
P 


any, anybody, anyone, anything, everyone, Somebody took ail but two of the apples. 
everybody, nobody, no one, none, nothing, all, p p p 

both, each, either, neither, few, fewer, another, 

several, Many, More, most, much, plenty, little, less, 

one, two, three, etc. 


All types of pronouns will be labeled P. 


Indefinite 








PREPOSITION: a word that shows a relationship between its object (a noun or pronoun) and another 
word in the sentence 


at, on, in, of, to, by, up, out, off, for, near, with, The box is on the table. 


from, over, upon, onto, into, down, after, until, pp 
about, along, under, before, across, beside, Vie valle eta ene cree 
beneath, through, because of, in spite of, instead 
PPPP PP 
of, as far as, along with 





All words that function as prepositions will be labeled PP 


ARTICLE: a word that signals the approach of a noun 


a, an, the The dog needs a new leash. 
A A 










Articles will be labeled A. 


CONJUNCTION: a word that joins words, phrases, and clauses 


Coordinating and, but, or, nor, for, so, yet They ate a pizza and some Ice cream, 
C 


but they were still hungry. 
Subordinating 


Cc 
Adverbial 


All words that function as conjunctions will be labeled C. 











The weather was either too hot or too cold. 
Ee Ee 





either...or; neither...nor; both...and; not... but; not 
only...but also 














We got there before the show started. 
c 


He thought that we needed help. 
G 





as, if, because, before, as if, since, until, unless, when, 
where, whether, after, as long as, that, so that, than, 
although, though, while, why, how 



















| have some good news; however, 









therefore, thus, however, nevertheless, moreover, 
hence, consequently, nonetheless, accordingly, 
likewise, otherwise, indeed 











| also have some bad news. 





INTERJECTION: a word or phrase that expresses strong feeling 





All words that function as interjections will be labeled I. 


INFINITIVE: a form of a verb that follows the word “to ” and functions asa noun, adjective, or adverb 


Sample Sentences 


Noun He has always wanted to win. 
IV IV 
Adverb The book is easy to read. 
IV IV 
Adjective It was a day : See 


All infinitives will be labeled IV regardless of how they function in the sentence. 


CONTRACTION: a shortened form of a word or group of words (“can't” for “cannot,” “we'll” for 
“we will”). The apostrophes in contractions indicate where letters have been left out. 


Examples Sample Sentences 
Noun/verb (N/V) Judy's Judy's going to be late for the movie. | 
N/V 
Pronoun/verb (P/V) I'm, he's, it’s, you're, were, they're, you've, we've, I’m coming. 
they've, etc. P/V 
Patrick isn’t here. 
VIA 


























Verb/adverb (V/A) isn't, aren't, doesn't, haven't, wasn't, don't, weren't, 


hasn't, haven't, hadn't, wouldn't, shouldn't, etc. 
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INTRODUCTION 


If you like word games, you'll love Mystery Sentences. At the start 
of each game, a mystery sentence appears on the screen as a 
series of blank spaces. In the game you'll see when you first load 
the program, only the vowels in each word are revealed. Your 
job is to decipher the sentence in as few moves as possible. Labels 
under each blank word tell you its part of soeech, and you can 
ask the computer to reveal letters one at a time. You can also guess 
individual words, or ask the computer for clues to the sentence’s 
meaning. But each of these moves costs points, so plan your 
strategy accordingly. 


The flip side of your program disk is the Mystery Sentences data 
disk. You'll find nine sample sentence files on the data disk, with 
each file covering a different topic (Common Sayings, 

Astronomy, U.S. History, Mystery Questions, etc.) Using the Mystery 
Sentences “Create or Edit a File’’ feature, you can also build 
your own sentence files. Store the files you create on side 2 of 
the program disk, or use the “Do Disk Work” features to create 
extra data disks. 











Getting Started 

To load the program, follow the instructions on the reference card 
enclosed in your Mystery Sentences package. Once you ve loaded 
the program into your computer, the main menu will appear. 


Dee ee Pree (MSe e! genie Mick Ubi PM tect, 


CREATE OR EDIT A GAME 
CHANGE GAME FEATURES 


CO GCISE HORK 


To use the menu press the arrow keys to highlight the option you 
want. Then press RETURN to select that option. 


Data Disk 

As you create your own Mystery Sentences files, you'll need to 
store them on a data disk. In addition to the nine sample Tiles, side 
2 of your Mystery Sentences disk contains some room for you to 
store your own files. Once you have used this disk space, you 
must make your own data disks. For instructions, see “‘How to Do 
Disk Work" on page 26. 


HOW TO PLAY MYSTERY SENTENCES 

The first time you try Mystery Sentences, you'll want to play with 
one of the sample Tiles on side 2 of the disk. Here's how you 
Start: 


1. Select PLAY MYSTERY SENTENCES from the main menu. 
2. Mystery Sentences will remind you to insert your data disk. 
Remove the program disk and replace it with your data disk. 


For this game, play with one of the sample files on side 2 of your 
disk. Turn the disk over and insert it with side 2 (the data side) 
facing up. Press RETURN to continue. 


3. Enter the number of teams (from 1 to 4) and press RETURN. 
A team can be one person or a group of persons. 

4. When the computer asks, type in your name and press RETURN. 
5. In a few seconds, you'll see the Select a File screen. Use the 
arrow keys to highlight the file you want, and press RETURN to 
make your choice. 








pee SS ee ee eee 
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Playing the Game 


Once the computer loads the file you've selected, the first mystery 
sentence will appear at the top of the screen. When it does, you're 
ready to play. In the game your goal is to decipher the mystery 
sentence in as few moves as possible. Io make a move, you must 
select an item from the game menu that appears below the sentence. 


Hustery Sentence #20 


mystery sentence 


— parts of speech 


game menu 


HHH: rg : # moves left this turn 


Judy 
238 


score 


Using the Parts of Speech 

Each word in the mystery sentence has a label indicating its part 
of speech. If you remember your grammar rules, these labels can 
provide important clues to deciphering words in the sentence. 
For example, if a three-letter word labeled “‘article’’ ends in “‘e,”’ 
the word Is “the,” since there are really only three articles in the 
English language ("'a,"’ ‘an,’’ and “‘the’’). If you're not quite sure 
of your grammer rules, review the Mystery Sentences Grammar 
Guidelines included in your package. 


Making Moves 

The game menu includes the following choices: Reveal a Letter, 
Get a Clue, Guess a Word, and Guess the Sentence. Each of the 
clues is explained below. 


Reveal a Letter: Select this option to uncover any letter in your 
mystery sentence. For example, suppose you see a two-letter word 
that is labeled a preposition. You think that the word is either 
“on™ or “of.” To find out which, select Reveal a Letter. Then use 
the arrow keys to move the cursor to the second letter in the 
word. Press RETURN, and the computer will reveal the letter to 
you. You can use Reveal a Letter as often as you like, but each 
time you do, it costs five points and one turn. 


NOTE: Players start with 250 points. 


Get a Clue: Select this option to get a clue to the meaning of the 
sentence. Select Get a Clue from the game menu. Your first clue 
will be revealed automatically. This costs 15 points and one turn. 
When you finish reading the clue, press RETURN. 


You can get up to three clues from each sentence. Select Get a 
Clue at any time to see the others. Each new clue you reveal costs 
15 points and one turn. When you've read all three clues, you 
may select Get a Clue to review them. You will lose a turn, but it 
will not cost you any more points. 


In the sample files, three clues are available for each sentence. 
When you're playing with someone else’s file, you may not get 
three clues. It depends on how many were entered. The computer 
will tell you when there are no clues left. 








Guess a Word: If you're not quite sure of the entire sentence, you 
may want to guess a word to see If you're on the right track. To 
do this, select Guess a Word. Then, use the arrow keys to highlight 
the word you want to guess. Once you press RETURN, the com- 
puter will tell you to type in the entire word (including letters 
you've already filled in.) Press RETURN again, and Mystery Sen- 
tences will tell you if the word you typed as your guess is right 

or wrong. If you guess the word correctly, you get a 10 point bonus. 
If you're incorrect, you lose 10 points. In either case, guessing a 
word will cost you one move. 


Guess the Sentence: Select Guess the Sentence when you're 
ready to solve the mystery sentence. 


Type your guess in the space provided. Type the entire sentence, 
including all punctuation and the words and letters that you've 
already filled in. Be sure to type carefully. If you insert a blank in 
the middle of the third word, for example, it will be counted as 
incorrect, and so will all the words that follow it. If you make a 
mistake, refer to the reference card for a list of the editing keys. 


When you finish entering your sentence guess, press RETURN. If 
your guess Is wrong, Mystery Sentences will charge you 20 points 
and tell you how many words you guessed correctly. If your guess 
is correct, the computer will offer its congratulations. It will also 
award you bonus points. The fewer moves it takes you to guess 
the sentence, the more bonus points you receive. 


Strategies and Scoring 
Follow these Mystery Sentences strategy tips for a higher score. 


@ Select Reveal a Letter only when you need help guessing a word 
in the sentence. Remember, every time you reveal a letter, you are 
spending five points and taking one turn. Each turn you take 
results in a deduction from the bonus score. 


@ Select Guess a Word only if you want to make sure you're on 
the right track for your sentence guess. Don’t waste moves and 
turns by guessing words you're pretty sure you know. Remember, 
the fewer moves it takes to guess the sentence, the more bonus 
points you'll receive. 


@ There are three game levels to choose when playing Mystery 
Sentences. When you have some experience playing at the easier 
levels, you may want to challenge yourself by playing a higher 
level. The harder the level you play, the higher the bonus score. 
(See Changing Game Levels on page 24 for instructions on 

how to change levels.) 
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Standard Game or Secret Screens Game 

You can play two versions of Mystery Sentences, the “standard 
game’ or the “secret screens’ game. In both games, up to four 
teams or individuals can compete. In the standard game, each 
team works on a different sentence that the computer selects at 
random. The teams compete for three rounds, with each round 
ending when every team has guessed its sentence. At the end of 
the third round, the team with the highest score wins. 


In the secret screens game, each team plays with the same sentence. 
Here's how it works: After a team takes a turn, the letter and 
words it uncovered are hidden, and the next team takes its turn. 
Each team works only with the letters, words, and clues it has 
revealed. Teams continue taking turns until each one has guessed 
the sentence correctly. The winner Is the team that has won the 
most points by guessing the sentence in the fewest number of 
moves. 


For information on how to change between the standard and 
secret screens version of Mystery Sentences, see Changing the 
Game Type on page 23. 


Moves Per Turn 

In the standard game, you can make an unlimited number of 
moves in each turn if you're playing alone. If you're playing with 
more than one team, you each get five moves on the first turn, | 
four moves on the second, three on the third, two on the fourth, 
and one move each after that. If you're playing the secret screens 
version of Mystery Sentences, you'll get three moves on each turn. 


Whether you're playing alone or against friends, you'll still want 


to guess the sentence in as few moves as possible. Remember, the 
fewer moves you take, the bigger your bonus. 
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HOW TO CREATE OR EDIT A FILE 


After you try a few Mystery Sentences sample files, you'll probably 
want to create some sentence files of your own. Using “Create 

or Edit a File,” you can do just that. You can also add sentences 
to the sample files, or change the files that you created. This section 
of the handbook tells you how. 


Creating a Sentence File 

Creating a file is a three-step process. First you must write the 
sentence. Then, if you decide to include parts of soeech, you must 
indicate the part of speech for each word. Finally, you must enter 
up to three clues. To create your own sentence file, follow the 
steps listed below. 


1. Select CREATE OR EDIT A FILE. In a few moments, the Create 
or Edit a File menu will appear. 

2. Select CREATE A SENTENCE FILE from the menu. 

3. Mystery Sentences will remind you to insert your data disk. 
Remove the program disk and replace it with your data disk. You 
can use side two of the program disk—if there is still room for 
more files—or a data disk you've created. For instructions for creating 
a data disk, see page 27 

4. Type ina name for your file. The name can be up to 20 characters 
long. When you finish, press RETURN. 
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Writing Your Sentence 
Now you're ready to write your first mystery sentence. Follow 
these two simple steps: 


1. Type your sentence in the space provided. Each sentence can 
be up to 76 characters long (including spaces and punctuation). 
When you're finished typing the sentence, press RETURN. 

2. Once you press RETURN, Mystery Sentences will ask, “‘Do 
you want to keep this sentence? (Y/N)"". This gives you a chance 
to correct any mistakes you've made. If the sentence is exactly 
the way you want It, press Y to keep it. If you want to make 
changes, press N. The sentence will stay on the screen, and you'll 
have a chance to make corrections. 


Hrite your ATYSTERY SENTENCE 


Am apple a dau keeps the doctor away. 


* or + move cursor, 
DELETE for backspace deletion. 
Press RETURN when readu. 


or ESG toa Exit 





Correcting Mistakes 

To make corrections to your sentence, refer to the reference 
card for a list of the editing keys, or watch the screen for 
instructions. When you're finished making corrections, move 
the cursor to the end of the sentence and press RETURN. Be 
careful—if the cursor is in the middle of the sentence when you 
press RETURN, you'll cut off the end. When this happens, you'll 
have to go back and correct the sentence again. 
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Entering Parts of Speech 

After you type your sentence, Mystery Sentences gives you the 
opportunity to label each word according to Its part of speech. 
Follow these instructions: 


1. The computer will ask, ““Do you want to enter parts of speech 
for your mystery sentence? (Y/N)."" Type Y if you would like to 
identify the parts of speech for each word. Type N if you'd rather 
not. 


If you type N, skip steps 2 and 3 and move directly to the section 
on entering clues. 


If you type Y, the computer will present your sentence one word 
at a time. At this point, you must indicate a part of speech for 
each. The abbreviations for each part of speech are listed at the 
bottom of the screen. 


identifu the Parts of Speech 
= Weer le] a eee ers “the decter away. 
re) ae 5 2 


is a@atn2? HOUND 


‘lemgee Enter: 


F 
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2. Enter the parts of speech (or abbreviation) for each word and 
press RETURN. 


In our example, the word “‘apple”’ functions as a noun. You would 
simply type the word “noun” or enter its abbreviation (N) and 
press RETURN. 


3. When you're finished identifying the parts of soeech for each 
word in your sentence, the computer asks, ‘‘Do you want to keep 
these parts of speech? (Y/N).’’ Review your sentence and type Y 
if you're satisfied with the parts of speech you've entered. Type N 
if you want to make a correction. 


If you find a mistake in your sentence, parts of speech labels, or 


clues, don't worry. You can always come back later and edit your 
sentence file. (See page 20.) 
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Entering Clues 

Clues can provide important hints to the meaning of your sentence. 
Keep this in mind when you're writing them. You'll want to provide 
enough information to give the players a good hint, but not so 
much information that you give the sentence away. 


You can create up to three clues for each sentence. To get ideas 
for the different types of clues you can create, play with the sample 
files on your data disk. To write your own clues, follow the steps 
below. 


Clues for: 


An apple ag day keeps the doctor away. 
A | AON a ra MH ag 


This Sauing of fers a henlthyu Helpina 
of advice .— 
oor 2 move Cursor 
DELETE for backspace deletion 
RETURN when finished ESC to WQuit 





1. When the computer prompts you with “Clue #1,” type in 
your first clue. You can use up to 76 characters. When you're fin- 
ished, press RETURN. 


To correct mistakes, follow the screen instructions or use the editing 
keys listed on the reference card. 

2. When you finish each sentence, the computer asks, ‘‘Do you 
want to keep this clue? (Y/N).”’ Type Y if you are satisfied with 
the clue. Type N if you want to make a correction. 

3. Now you re ready to write your second and third clues. Enter 
these clues in the same manner. If you don’t want to enter a sec- 
ond or third clue, press RETURN. 

4. When you've entered your last clue, the computer asks, “‘Are 
you satisfied with your clues? (Y/N)."" Type Y if you are satisfied, 
or type N If you want to make changes. If you type N, you can 
go back through the clues one at a time, making changes to each 
or accepting some clues as they are. 
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Saving Your Mystery Sentences 

Your sentences are saved one at a time. Once you've entered and 
accepted all your clues, the computer will tell you to press RETURN 
to save your mystery sentence, or press ESC to avoid saving It. 

If you press RETURN, your sentence, parts-of-speech labels, and 
clues will be saved in your file. 


Before your press ESC, make sure you don’t want to save the 
sentence that’s on the screen. Once you press ESC, the sentence, 
parts of speech, and clues you just entered will be erased. And 
once they're erased, you can't get them back. 


Writing More Sentences 

When you've saved your sentence, the computer asks, “Would 
you like to write another sentence? (Y/N)."’ Type Y to continue 
creating sentences for your file. If you type N, you'll be returned 
to the Create or Edit A File menu. From this point, you can choose 
to add to or edit your sentence Tile, or you can press ESC to go 


back to the main menu. 
Length of Sentence Files 


One file can contain up to 30 sentences, and each Mystery Sentences 
data disk can hold up to 15 separate sentence files. 
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Locking and Unlocking Files 

The sample files on the Mystery Sentences data disk are locked 
using the DOS LOCK command. You can lock the sentence files 
you create, too. Locking a file prevents anyone from changing 

or erasing it until it's unlocked. Later, if you want to add to or edit 
a tile you've locked, you'll have to unlock if first. 


Here are instructions: 


1. To lock (or unlock) a sentence file, first load the DOS system 
Master Disk that came with your computer. In a moment you'll see 
this prompt: "’].”’ 

2. When you see this prompt, remove the System Master Disk 
and replace it with your data disk. 

3. Request a catalog of the data disk. To do this, tyoe CATALOG 
next to the | prompt and press RETURN. In a moment you'll see a 
list of all the files stored on the disk now in the drive. When you 
get a catalog of your data disk, locked files are marked with an 
asterisk(*). | 


Each Mystery Sentences file is actually made up of three files: 
one for the sentences, one for the parts of speech (if you've entered 
them), and one for the clues. Only the sentence file is locked. 
This file has the prefix ““MS.”’ 


4. Type LOCK or UNLOCK, depending on which you want to do, 
followed by the sentence file name exactly as shown in the disk 
catalog. Then press RETURN. 


For example, if you wanted to unlock the sample file American 
Presidents, you would load the System Master, and request a catalog 
of the files on the data disk. Then you would type: UNLOCK MS. 
AMERICAN PRESIDENTS and press RETURN. 


That's all there is to it. If you've unlocked a file you can now load 
the Mystery Sentences program disk, and edit or add to that 
file. If you've locked a file, It’s now safe and secure, but you'll 
have to unlock it before you can work on it again. 
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Adding to a Sentence File 

You can add to a file at any time, as long as the file is not locked. 
To unlock a file, see page 18. To edit an unlocked file, follow the 
instructions below. 


1. Select CREATE OR EDIT A FILE from the main menu. 

2. Select ADD TO A SENTENCE FILE from the Create or Edit a File 
menu. 

3. Insert your data disk and press RETURN. 

4. Once you press RETURN, a listing of the files on the data disk 
will appear. Use the arrow keys to highlight the file you want to 
work on, and press RETURN. 


When the Write Your Mystery Sentence screen appears, you can 


begin adding sentences to the Tile you selected. Refer to Writing 
Your Sentence on page 13 for Instructions. 
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Editing a Sentence File 

You can edit a file at any time, as long as the file is not locked. To 
unlock a file, see page 18. To edit an unlocked file, follow the 
instructions below. 


1. Select CREATE OR EDIT A FILE from the main menu. 

2. Select EDIT A SENTENCE FILE from the Create or Edit a File 
menu. 

3. The computer will remind you to insert your data disk and 
press RETURN. Be sure to insert the data disk that contains the 
sentence Tile you want to edit. 

4. When the listing of files appears, follow the instructions on 
the screen to select the file that you want. 


When you do, the computer will tell you how many sentences are 
in that file. It will also ask you for the number of the sentence 
you want to edit. If you find a mistake in a sentence while you're 
playing, remember its number so you can locate it quickly. 


5. Enter the number of the sentence that you want to edit. 

6. In amoment, the sentence you requested will appear on the 
screen. Press ESC if this is not the sentence you want to edit. You 
will return to the Edit menu where you can select another sentence 
to edit. Mystery Sentences will take you through the sentence, 
parts of speech, and clues one part at a time. First you will have 
the opportunity to edit the sentence itself. 

7. When the computer asks, ‘‘Do you want to edit this sentence? 
(Y/N),'" press Y if you want to edit the sentence itself. Press N if 
you want to move on and edit the parts of speech or clues. 


If you press Y, follow the instructions on the screen to make changes 
to your sentence. Once you have edited the sentence, the computer 
asks, “Do you want to keep this sentence?’’ Type Y to accept 
the sentence as it is. Type N if you'd like to go back and make 
more corrections. 
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8. Once you tell the computer that you want to keep the edited 
sentence, it will ask, “Do you want to change the parts of speech? 
(Y/N).”’ Press Y if you want to change how the parts of speech 
are labeled. Press N if the parts of soeech are correct. 


If you press Y, Mystery Sentences will display each word in the 
sentence and its corresponding part of speech. If the part of speech 
is not correct, you can change it. When you finish making the 
changes the computer will ask, “Do you want to keep these parts 
of speech? (Y/N)."’ Press Y if you're satisfied with the parts of 
speech. Press N if you'd like to make more corrections. 


9. Once you're finished with the parts of speech, the computer 
will ask, ‘Do you want to review your clues? (Y/N).”" If you type N, 
you will skip over the clues. Mystery Sentences will give you the 
option of saving the edited sentence. 


If you type Y, the computer will present the clues for the sentence 
one at a time. Edit each clue using the editing keys listed on the 
reference card that came with your package. After you check 
each clue, the computer will ask, ‘Do you want to keep this clue? 
~ (Y/N)."" Press Y to accept the clue, or N to make corrections. 


10. When you are finished editing all the clues, the computer 
will ask, “Are you satisfied with your clues? (Y/N)."” Type N if you'd 
like to go back and make more changes. Type Y to accept the 
clues. 


Editing the clues is the last step in editing the sentence. When 
you finish, follow the instructions on your screen. Press RETURN 
to save your edited mystery sentence, or press ESC if you don't 
want to save it. If you press ESC, the original (unedited) version 
will remain on the data disk. 


Once you save the sentence, or once you tell the computer that 
you don't want to save it, the computer will bring you back to the 
Edit screen. From there, you can choose to edit another sentence 
or exit to the main menu. 
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HOW TO CHANGE GAME FEATURES 

Selecting Change Game Features from the menu allows you to 
alter the type and level of Mystery Sentences game you play. You 
can choose to play the standard or secret screens game, and you 
can choose any of the three different levels of difficulty. You can 
also choose between playing with the sound on or off. The different 
game setups, along with instructions for changing the setups, 
are described below. 
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Changing the Game Type 

You can choose between two versions of Mystery Sentences: the 
standard or the secret screens game. In the standard game, each 
team or player gets a different sentence. In the secret screens game, 
all of the teams or players work on the same sentence. For more 
information about the differences between the two games, see 
page 11. 


When you load Mystery Sentences into the computer, the program 
is set to the standard game. To change the type of game, follow 
these steps: 


1. Select CHANGE GAME FEATURES trom the main menu. 

2. Follow the instructions on the screen to highlight GAME TYPE. 
Then press RETURN. 

3. Follow the instructions on the screen to highlight the type 

of game that you want (standard or secret screens). Then press 
RETURN. 


The game type you selected will remain in boldface. To save this 
setting on your disk, see Saving Your New Game Setup on page 
25. 
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Changing Game Levels 

You can play Mystery Sentences at three different levels. The more 
difficult the level, the higher the bonus score you receive for 
guessing sentences correctly. 


When you first load Mystery Sentences into the computer, a sentence 
Is presented with all its vowels revealed. This is the intermediate 
(middle) level. In the more challenging level, the sentence is presented 
as all blanks. In the easiest level, every other word is revealed. 


To change the level of play, follow these steps: 


1. Select CHANGE GAME FEATURES from the main menu. 

2. Follow the instructions on the screen to highlight GAME SETUP 
on the Change Game Features menu. Then press RETURN. 

3. Follow the instructions on the screen to set the game at the 
level you want (all blanks, all vowels, or every other word). Then 
press RETURN. 


The game level you selected will remain in boldface. To save this 
setting on your disk, see Saving Your New Game Setup on page 
23: 
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Changing Sound Option 

Mystery Sentences comes with the sound set to ON. To change 
the sound setting, simply select SOUND from the Change Game 
Features menu. Then highlight your choice (ON or OFF), and press 
RETURN. 


Saving Your New Game Setup 

When you're finished changing the game set up, press ESC. Mystery 
Sentences will ask ‘Do you want to save this setup? (Y/N).”' If 
you'd like to play with this setup for now but don't want to make 
this the game that will come up each time you load the program, 
type N to answer “No.” 


If want to save this set up, type Y When you do, the version of 
the game that you set up in Change Game Features will be saved 
on your disk. From now on, when you load Mystery Sentences 
into the computer, you'll be playing with this version of the game. 
By coming back to Change Game Features, you can change the 
setting as often as you'd like. 
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HOW TO DO DISK WORK 

To make a new data disk, print or erase a sentence file, or change 
the disk drive setup, you must select Do Disk Work from the 
main menu. 


The Do Disk Work menu gives you these choices: Make a New 
Data Disk, Print a Sentence File, Erase a Sentence File, and Change 
Disk Setup. Each option Is explained below. 
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Making a New Data Disk 

You can store some of the sentence Tiles that you create on side 2 
of the program disk—the data disk that contains the sample 
sentence files. Once you run out of room on this data disk, you'll 
have to create your own. 


To create a data disk to store your Mystery Sentences files, follow 
the steps below. One sentence file can contain up to 30 sentences, 
and Mystery Sentences data disks have room for up to 15 separate 
sentence Tiles. 


1. Select DO DISK WORK from the main menu. 
2. When the Disk Work menu appears, follow the instruction on 
the screen to select MAKE A NEW DAIA DISK. 


For your data disk, you can use either a new blank disk or an old 
one that contains information you no longer need. 


3. Put the disk that you want to initialize in the drive. Then 
press RETURN to continue. If you don't wish to continue, 
press ESC. 

4. Mystery Sentences will ask, ‘‘Do you want to go ahead? 
(Y/N)."’ Type Y if you want to initialize the disk. Type N if you 
don't want to. 


Warning: This initializing procedure will erase the disk now in 


the drive. Make sure that you no longer need the information on 
the disk. 
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Printing a Sentence File 

If you have a printer connected to your computer, you can make a 
printed copy of any Mystery Sentences file. Printed copies are 
especially useful for rereading files you plan to edit. You can print 
your files in two ways, with or without the clues. 


Before you start, make sure your printer is connected correctly 
and working properly. To print a file, follow the steps listed below. 


1. Select DO DISK WORK from the main menu. 

2. When the Disk Work menu appears, follow the instructions at 
the bottom of the screen to select PRINT A SENTENCE FILE. 

3. The computer will ask you to confirm or change some technical 
information about your printer. The program is set up to use a 
standard printer configuration with the printer interface card inserted 
in slot 1. If your printer card is inserted in a slot other than 1, 
enter that number now. 


If you're not sure how to respond, simply confirm the current 
Standard settings for your computer. Later, if you find that the files 
won't print, you may need to consult your computer or printer 
manual for the correct settings. 


4. The program will ask if you want to print the sentences with 
or without clues. Follow the screen directions to make your choice. 
5. The program will tell you to put your data disk in the drive 
and press RETURN. Once you do, you'll see a list of the files on 
the disk. Follow the screen directions to select the file you want to 
print. 

6. In a few minutes the file will be loaded into the computer. 
Once the Tile is loaded, press RETURN to begin printing. 


NOTE: If the printer does not begin printing, check to make sure 
it is turned on and that it is switched to “on line.” 
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Erasing a Sentence File 
To erase a file from the data disk, follow the steps listed below. 


1. Select DO DISK WORK from the main menu. 

2. When the main menu appears, follow the instructions at the 
bottom of the screen to select ERASE A SENTENCE FILE. 

3. Make sure your data disk Is in the drive. If it's not, the computer 
will remind you to put it there. 

4. The computer will give you a list of the files on the disk. Follow 
the directions on the screen to select the file you want to erase. 


You cannot erase a file that is locked. See page 18 for information 
about locking and unlocking files. 


5. Mystery Sentences will ask if you're sure that you want to 
erase the file. Press Y to erase it. Press N to avoid erasing It. 


Warning: Be sure of your choice. Once you've erased a file, you 
can't get it back. 
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Changing the Disk Drive Setup 

The Apple version of Mystery Sentences is set up to be played on 
a standard computer configuration with one disk drive inserted 
in slot number 6. If you have two disk drives, or if your disk drives 
are inserted into a slot other than number 6, you can change 
the setup by following the steps listed below. 


1. Select DO DISK WORK trom the main menu. 

2. When the Disk Work menu appears, follow the screen instruction 
to select CHANGING DISK SETUP 

3. Anew menu will appear. If your disk drive is inserted in a slot 
number other than slot 6 (the standard disk drive slot), follow 
the screen instructions to select SLOT NUMBER from the menu. 
Then enter the appropriate slot number (1-7) for your disk drive. 
4. To change the number of disk drives from 1 to 2, select NUMBER 
OF DRIVES from the menu and type in the number 2. If you have 
two disk drives, you won't have to worry about swapping disks. 
You can insert your Mystery Sentences program disk in drive 1 
and your data disk (if you have made a new one) in drive 2. 

5. When you are finished, press ESC to exit. The computer will 
ask, ‘‘Do you want to save this setup? (Y/N).”" If you press Y, the 
disk drive will be set-up as you specified each time you load Mystery 
Sentences. If you type N, the standard setup (one drive only) will 
remain. 
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